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SYSTEM AND METHOD FOR PROVIDING ENHANCED SERVICES TO A 
USER OF A GAMING APPLICATION 

TECHNICAL FIELD OF THE INVENTION 

This invention relates to online gaming and, more 
specifically, to a system and method for providing 
enhanced services to a user of a gaming application. 

5 

BACKGROUND OF THE INVENTION 

The Internet and the increasing availability of 
broadband services has led to the proliferation of online 
gaming. Currently, however, online gaming suffers from 

10 many drawbacks. Primary among these is that current 
online gaming fails to allow players to compete for 
tangible prizes in a secure environment that does not 
rely upon trust among the competitors. Moreover, the 
online gaming experience does not provide incentive for a 

15 player to become a dedicated patron of any particular 
gaming environment. As a result, online gaming remains a 
mere hobby for most players. 

SUMMARY OF THE INVENTION 

2 0 In one embodiment of the invention, a system for 

providing enhanced services to users of a gaming 
application comprises a server and a platform remotely 
coupled to the server. The server executes a gaming 
application. The platform receives a request for 

25 enhanced services, and establishes an enhanced services 
session with a user of the gaming application in response 
to the request for enhanced services . The enhanced 
services session corresponds in time at least in part 
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with the execution of the gaming application. The 
platform further provides enhanced services to the user 
of the gaming application during the enhanced services 
session. 

5 In another embodiment, a system for managing game 

events comprises a first server, a second server, a 
processor remotely coupled to the first server and the 
second server, and a memory coupled to the processor. 
The first server executes a first gaming application, and 

10 monitors a first plurality of game events during the 
execution of the first gaming application. The first 
server further communicates first event information 
associated with at least one of the first plurality of 
game events. The second server executes a second gaming 

15 application, and monitors a second plurality of game 
events during the execution of the second gaming 
application. The second server further communicates 
second event information associated with at least one of 
the second plurality of game events. The processor 

2 0 receives the first event information and the second event 
information. The memory stores at least a portion of the 
first event information and the second event information. 

In yet another embodiment, a system for generating 
statistics information comprises a server, a processor 

2 5 remotely coupled to the server, and a memory coupled to 

the memory. The server executes a gaming application and 
monitors a plurality of game events during the execution 
of the gaming application by a user. The server further 
communicates first event information associated with a 

3 0 first game event, and communicates second event 

information associated with a second game event. The 
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processor receives the first event information, receives 
the second event information, and generates statistics 
information based at least in part upon the first event 
information and the second event information. The memory 
5 stores the statistics information. 

In still another embodiment, a system for generating 
profile information for users of a gaming application 
comprises a server, a processor remotely coupled to the 
server, and a memory coupled to the processor. The 

10 server executes a gaming application and monitors a 
plurality of game events during the execution of the 
gaming application by a particular user. The server 
further communicates first event information associated 
with a first game event, and communicates second event 

15 information associated with a second game event. The 
processor receives the first event information and the 
second event information. The processor further 

generates profile information associated with the user 
based at least in part upon the first event information 

2 0 and the second event information. The memory stores the 

profile information. 

In another embodiment, a system for providing game 
advice to a user of a gaming application comprises a 
server and a processor remotely coupled to the server. 
25 The server executes a gaming application and monitors a 
plurality of game events during the execution of the 
gaming application. The server further communicates 
event information associated with at least one game 
event. The processor receives the event information and 

3 0 generates game advice associated with the gaming 

application based at least in part upon the event 
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information. The processor further presents the game 
advice to the user during the execution of the gaming 
application . 

In yet another embodiment, a platform for matching 
5 users of a gaming application comprises a memory and a 
processor. The memory stores profile information for a 
plurality of users of a gaming application. The 
processor identifies profile information associated with 
a first user, and determines a subset of second users 
10 based at least in part upon the profile information and 
selection criteria. The processor further matches the 
first user against a selected second user in a 
competition associated with the execution of the gaming 
application. 

15 In still another embodiment, a system for 

establishing a wager associated with a gaming application 
comprises a server, a processor remotely coupled to the 
server, and a memory coupled to the processor. The 
server hosts a gaming application for a plurality of 

2 0 users. The processor receives a wager offer generated by 
a first user, wherein the wager offer is associated with 
the gaming application. The processor further presents 
the wager offer to a plurality of second users, and 
receives a wager acceptance by a second user. The wager 

2 5 offer and the wager acceptance combine to form a wager 

between the first user and the second user. The 
processor further generates a wager record in response to 
receiving the wager acceptance. The wager record is 
associated with the wager between the first user and the 

3 0 second user, and comprises a plurality of wager 
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parameters. The memory stores the wager record according 
to a wager record identifier. 

In another embodiment, a system for determining the 
outcome of a wager associated with a gaming application 
5 comprises a server, a memory remotely coupled to the 
server, and a processor coupled to the memory. The 
server hosts a gaming application for a plurality of 
users, and monitors a plurality of game events during the 
execution of the gaming application. The server further 

10 communicates event information associated with at least 
one of the plurality of game events. The memory stores a 
plurality of wager records. At least one wager record is 
associated with a wager between a first user and a second 
user and comprises a plurality of wager parameters. The 

15 processor receives the event information during the 
execution of the gaming application, and determines the 
outcome of the wager based at least in part upon the 
event information and the wager parameters. 

The invention has several important technical 

20 advantages. Various embodiments of the invention may 
have none, some or all of these advantages. A particular 
advantage of the system is that a platform may provide 
any combination of enhanced services to users of a gaming 
application hosted by a remote server. For example, the 

25 platform may provide event management, statistics 
generation, and user profiling services to the user with 
whom an enhanced services session is established. Other 
exemplary enhanced services include providing game 
advice, placing and settling wagers, and matching users 

30 of a gaming application in an "intelligent lobby 77 . By 
providing any or all of these enhanced services, the 
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platform enriches the gaming experience of users 
participating in gaming applications hosted by remote 
servers . 

Another advantage of the system is that the platform 
5 may simultaneously conduct enhanced services sessions 
with many users connected to the same or different remote 
servers. For example, the platform may conduct a first 
enhanced services session with one or more users 
connected to a first server hosting a gaming application. 

10 The platform may further conduct a second enhanced 
services session with the same or different users 
connected to a second server hosting the same or 
different gaming application. The first enhanced 

services session may correspond in time at least in part 

15 with the second enhanced services session. In this 
regard, the platform may simultaneously provide enhanced 
services to users coupled to many different remote 
servers. Other technical advantages will be readily 
apparent to one skilled in the art from the following 

20 description and claims. 

BRIEF DESCRIPTION OF THE DRAWINGS 

For a more complete understanding of the present 

invention and its advantages, reference is now made to 
25 the following description, taken in conjunction with the 

accompanying drawings, in which: 

FIGURE 1 illustrates one embodiment of a system for 

providing enhanced services to a user of a gaming 

application according to the present invention; 
3 0 FIGURE 2 illustrates one embodiment of event 

information maintained by the system of FIGURE 1; 



CONFIRMATION COPY 



WO 03/007254 



7 



PCT/EP02/07807 



FIGURE 3 illustrates one embodiment of statistics 
information maintained by the system of FIGURE 1; 

FIGURE 4 illustrates exemplary statistics maintained 
by the system of FIGURE 1; 
5 FIGURE 5 illustrates one embodiment of profile 

information maintained by the system of FIGURE 1; 

FIGURE 6 illustrates one embodiment of a wager 
record maintained by the system of FIGURE 1; 

FIGURE 7 illustrates one embodiment of a method for 
10 providing enhanced services; 

FIGURE 8 illustrates one embodiment of a method for 
providing game event management services; 

FIGURE 9 illustrates one embodiment of a method for 
generating statistics information; 
15 FIGURE 10 illustrates one embodiment of a method for 

generating profile information; 

FIGURE 11 illustrates one embodiment of a method for 
providing game advice; 

FIGURE 12 illustrates one embodiment of a method for 

2 0 matching users; 

FIGURE 13 illustrates one embodiment of a method for 
establishing a wager; and 

FIGURE 14 illustrates one embodiment of a method for 
settling a wager. 

25 

DETAILED DESCRIPTION OF EXAMPLE EMBODIMENTS OF THE 
INVENTION 

FIGURE 1 illustrates a system 10 for executing 
gaming applications 114 in accordance with one embodiment 

3 0 of the present invention. System 10 includes network 100, 

one or more clients 102, one or more servers 104, and a 
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platform 106. Other architectures and components of 
system 10 may be used without departing from the scope of 
this disclosure. In general, clients 102 participate in 
gaming applications 114 hosted by servers 104. Platform 
5 106 provides enhanced services associated with gaming 
applications 114 such as, for example, game event 
management, statistics generation, user profiling, 
wagering, user matching, and game advising. Platform 106 
may provide other enhanced services without departing 

10 from the scope of this disclosure. 

Network 100 couples clients 102, servers 104, and/or 
platform 106. Network 100 facilitates wireless or 

wireline communication between the components of system 
10. Network 100 may, for example, communicate Internet 

15 Protocol (IP) packets, Frame Relay frames, Asynchronous 
Transfer Mode (ATM) cells, voice, video, data, and other 
suitable information between network addresses. Network 
100 .may include one or more local area networks (LANs) , 
radio access networks (RANs) , metropolitan area networks 

20 (MANs) , wide area networks (WANs) , interactive television 
networks, all or a portion of the global computer network 
known as the Internet, and/or any other communication 
system or systems at one or more locations. 

Clients 102 comprise computer systems that include 

25 appropriate input devices, output devices, mass storage 
media, processors, memory, or other components for 
receiving, processing, storing, and/or communicating 
information with other components of system 10. As used 
in this document, the term "computer" is intended to 

30 encompass a personal computer, workstation, network 
computer, wireless data port, wireless telephone, 
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personal digital assistant (PDA) , one or more processors 
within these or other devices, or any other suitable 
processing device. It will be understood that there may 
be any number of clients 102 coupled to network 100. 
5 Clients 102 are generally operated by users to 
participate in gaming applications 114 hosted by server 
104, either as players or spectators. 

Server 104 comprises an electronic computing device 
that includes a monitor module 110, a gaming processor 

10 112 that executes one or more gaming applications 114, 
and an interface 116 to communicate with platform 106. 
In a particular embodiment, server 104 further includes a 
lobby processor 118 that facilitates matching players of 
a particular gaming application 114. It should be 

15 understood that lobby processor 118 and gaming processor 
112 may reside on the same or different server 104. 
Server 104 may be implemented using a general purpose 
personal computer (PC) , a Macintosh, a workstation, a 
UNIX-based computer, a server computer, or any other 

20 suitable processing device. In general, each server 104 
hosts the same or different gaming applications 114 for 
clients 102 over network 100, monitors game events 120 
generated by clients 102 using a monitor module 110, and 
communicates event information 122 to platform 106 using 

25 interface 116. 

In one embodiment, server 104 comprises a web server 
(or a pool of servers) . One function of web server 104 
is to allow a client 102 to participate in gaming 
applications 114 over or from the Internet using a 

3 0 standard user interface language such as, for example, 
the HyperText Markup Language (HTML) . For example, 

CONFIRMATION COPY 



WO 03/007254 



10 



PCT/EP02/07807 



server 104 and clients 102 may maintain and execute a 
browser or other suitable program for accessing and 
communicating information addressed by a uniform resource 
locator (URL) using network 100. 
5 A gaming application 114 comprises any suitable game 

that may be played by one or more users of system 10. 
Examples of gaming applications 114 include sports games, 
board games, arcade games, strategy games, adventure 
games, casino games, card games, dice games, and any 

10 other suitable games that may be played using system 10. 

Platform 106 comprises a central processing unit 
(CPU) associated with an operating system that executes 
instructions and manipulates information in accordance 
with the operation of system 10. The CPU of platform 106 

15 maintains and executes the instructions to implement an 
event manager 13 0, a statistics manager 132, a profile 
manager 134, a lobby manager 136, a game advisor 138, a 
wager manager 140, and a funds manager 142. Although the 
various components of platform 106 are illustrated as 

2 0 separate modules, it should be understood that any 
suitable number and combination of engines or modules may 
be used to perform the various features and functionality 
of platform 106. Each module described above with 
reference to platform 106 comprises any suitable 

25 combination of hardware and software in platform 106 to 
provide the described function or operation of the 
module. For example, modules may include program 

instructions, and the associated memory and processing 
components to execute the program instructions. Also, 

30 modules associated with platform 106 may be separate from 
or integral to other modules. 
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Platform 106 further comprises a memory 150 that may 
take the form of volatile or non-volatile memory 
including, without limitation, magnetic media, optical 
media, random access memory (RAM) , read-only memory 
5 (ROM) , removable media, or any other suitable local or 
remote memory component. Memory 150 may be separate from 
or integral to other memory devices in system 10. In 
general, memory 150 stores event information 152, 
statistics information 154, profile information 156, and 

10 wager records 158 in any suitable format including, for 
example, XML tables, flat files, comma-separated-value 
(CSV) files, SQL tables, relational database tables, 
objects, and others. 
Enhanced Services 

15 In one aspect of operation, users of clients 102 

participating in gaming applications 114 hosted by a 
server 104 engage in an enhanced services session with 
platform 106. Generally, platform 106 receives a request 
for enhanced services that is generated by a client 102 

20 via an appropriate server 104. The request for enhanced 
services may be generated by the client 102 in response 
to a log- in event; a game event 12 0; input by a user of 
the client 102 such as, for example, instructions to 
initiate an enhanced services session; or any other 

25 suitable trigger. 

In response to the request for enhanced services, 
platform 106 launches an enhanced services session with 
the particular client 102. In particular, platform 106 
establishes one or more communication paths to the 

30 appropriate clients 102 and/or servers 104. In one 
embodiment, platform 106 establishes a communication path 
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with the appropriate client 102 via an appropriate server 
104. In another embodiment, platform 106 establishes a 
communication path with the appropriate client 102 using 
a proprietary web server (not shown) . In yet another 
5 embodiment, platform 106 establishes a direct 
communication path with the appropriate client 102 using 
network 100. In all of these embodiments, the 

appropriate communication path is established such that 
platform 106 may provide enhanced services to the 

10 appropriate client 102. 

The enhanced services session corresponds in time at 
least in part with the execution of the gaming 
application 114 in which the user of client 102 
participates. During the enhanced services session, 

15 platform 106 may provide event management, statistics 
generation, and user profiling services to the user of 
client 102 with whom the enhanced services session is 
established. Other exemplary enhanced services include 
providing game advice, placing and settling wagers, and 

20 matching users of a gaming application 114 in an 
"intelligent lobby" . In this regard, platform 106 

enriches the gaming experience of users participating in 
gaming applications 114 hosted by servers 104. 

A particular advantage of system 10 is that platform 

2 5 106 may simultaneously conduct enhanced services sessions 
with many clients 102 using the same or different servers 
104. For example, platform 106 may conduct a first 
enhanced services session with one or more clients 102 
connected to a first server 104 hosting a gaming 

30 application 114. Platform 106 may further conduct a 
second enhanced services session with the same or 
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different clients 102 connected to a second server 104 
hosting the same or different gaming application 114. 
The second enhanced services session may be initiated in 
response to a second request for enhanced services issued 
5 by the client 102 of the second server 104, and may 
correspond in time at least in part with the execution of 
the gaming application 114 in which the user 
participates. Moreover, the first enhanced services 
session may correspond in time at least in part with the 

10 second enhanced services session. In this regard, 

platform 106 may provide enhanced services to clients 102 
coupled to many servers 104 simultaneously. 
Game Event Management 

During an enhanced services session, platform 106 

15 may provide different types of enhanced services to users 
of a client 102, such as game event management. While 
participating in a gaming application 114, a client 102 
generally initiates many game events 120. A game event 
12 0 comprises any combination of steps, moves, actions, 

2 0 such as an action undertaken by a user, or any other 

suitable events that occur within the context of a 
particular gaming application 114 that causes a change in 
the state of the gaming application 114. For example, in 
a golf gaming application 114, a game event 12 0 may 
25 comprise the selection of a golf club, the alignment of a 
golf shot, the execution of a golf shot, or any other 
golf-related activity performed by the user of the golf 
gaming application 114 . 

To provide game event management services to the 

3 0 appropriate client 102 during an enhanced services 

session, monitor module 110 of server 104 monitors the 
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various game events 12 0 that are performed by a client 
102 participating in a gaming application 114 . Upon the 
performance of a game event 12 0, as determined by monitor 
module 110, interface 116 communicates corresponding 
5 event information 122 to platform 106. Event information 
122 comprises data detailing the parameters of the 
corresponding game event 120. Event information 122 

includes data detailing any number and combination of 
game events 120. Event information 122 may further 
10 comprise end-of-game data associated with a user of a 
gaming application 114, a gaming application 114, or 
both. 

Event manager 13 0 of platform 106 processes event 
information 122 to generate event information 152. Event 
15 information 152 may comprise some or all of the data 
associated with event information 122 and generally 
comprises a log that may be used to reconstruct the 
sequence of game events 12 0 that occurred during the 
execution of a particular gaming application 114, In a 

2 0 particular embodiment, server 104 processes event 

information 122 to generate event information 152 prior 
to communicating it to platform 106. In this regard, 
server 104 filters event information 122. Event 
information 152 may be stored in memory 150 and is 
25 described in greater detail with respect to FIGURE 2. 

As described above, platform 106 may conduct 
enhanced services sessions with many clients 102 using 
the same or different servers 104. With respect to game 
event management, therefore, event manager 13 0 may 

3 0 receive first event information 122 from a first server 

104 monitoring the game events 120 of a first set of 
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clients 102, and event manager 130 may further receive 
event information 122 from any number of other servers 
104. For example, event manager 130 may receive second 
event information 122 from a second server 104 monitoring 
5 the game events 120 of a second set of clients 102. The 
first event information 122 details the parameters of 
game events 12 0 associated with the first set of clients 
102 coupled to the first server 104 whereas the second 
event information 122 details the parameters of game 

10 events 120 associated with the second set of clients 102 
coupled to the second server 104. Memory 150 stores 
first event information 152 as well as second event 
information 152 . 

In general, the first and second servers 104 may 

15 execute the same or different gaming applications 114 
substantially simultaneously and, therefore, may 
communicate first and second event information 122 to 
platform 106 substantially simultaneously as well. In 
this regard, platform 106 may provide event management 

20 services to clients 102 participating in gaming 
applications 114 hosted by many different servers 104. 

A particular advantage of system 10 is that game 
events 12 0 are monitored, and may even be processed, 
during the execution of the gaming application 114. 

2 5 Therefore, event information 152 comprises intra-game 
information and data. Such intra-game data generally 
provides meaningful insight into the execution of a 
gaming application 114 by a user. Moreover, such intra- 
game data may be used to generate statistics or compile 

30 user profiles, as described in greater detail below. As 
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a result, platform 106 is able to provide real-time 
enhanced services to clients 102 using real-time data. 
Statistics Generation 

During an enhanced services session, platform 106 
5 may provide another type of enhanced service to users of 
a client 102, such as statistics generation. In general, 
statistics manager 132 generates statistics information 
154 based at least in part upon event information 152 (or 
122). In a particular embodiment, statistics manager 132 

10 generates statistics information 154 based upon 
previously generated statistics information 154. 
Statistics information 154 comprises data that is 
collected, sorted, organized, analyzed, or otherwise 
processed to define one or more quantitative and/or 

15 qualitative characteristics about a gaming application 
114, a user of a gaming application 114, or both. 
Statistics information 154 may be stored in memory 150 
and is described in greater detail with respect to 
FIGURES 3 and 4 . 

20 Statistics information 154 may be generated for 

particular users of clients 102 and for particular gaming 
applications 114. For example, statistics information 
154 may be generated for different players of a 
backgammon gaming application 114. In this example, as 

2 5 each of the players triggers a game event 12 0 during the 

execution of the gaming application 114, statistics 
manager 132 generates statistics information 154 based at 
least in part upon the resulting event information 152. 
Statistics manager 132 may also generate statistics 

3 0 information 154 based upon end-of-game data communicated 

by server 104 about a gaming application 114. 
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In this regard, statistics information 154 is based 
not only upon data that is collected and/or determined 
after a gaming application 114 is completed, but 
statistics information 154 is also based upon real-time 
5 data generated from within the gaming application 114. 
Therefore, statistics information 154 reveals not only 
characteristics associated with the outcome of a gaming 
application 114, but also characteristics associated with 
how particular players play a gaming application 114. A 

10 particular advantage of this sort of real-time statistics 
generation is that platform 106 may then present 
statistics information 154 to users of clients 102 during 
the execution of a gaming application 114. The users of 
clients 102 may then use statistics information 154 to 

15 determine strengths and weaknesses of an opponent or the 
user; to modify a playing strategy; or to offer or accept 
a wager. All of this can be performed during and/or 
after the execution of a gaming application 114. 

Another advantage of statistics manager 132 is that 

20 it may compare first statistics information 154, such as 
statistics information 154 associated with a particular 
user, with second statistics information 154, such as 
statistics information 154 associated with the same or 
different user. Platform 106 may then provide any number 

2 5 and combination of enhanced services to any number and 
combination of users based upon this comparison of 
statistics information 154. For example, platform 106 
may audit the execution of a gaming application 114 by a 
particular user by comparing any combination of event 

30 information 152, statistics information 154, and profile 
information 156 associated with the user. Platform 106 
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may further measure any combination of event information 
152, statistics information 154, and profile information 
156 against certain predetermined thresholds associated 
with the user. In this regard, platform 106 may 

5 determine whether the user is playing a particular gaming 
application 114 at an expected skill level. Such an 
audit of player performance may reveal cheating or other 
ant i -competitive behavior . 

As described above, platform 106 may conduct 

10 enhanced services sessions with many clients 102 using 
the same or different servers 104. With respect to 
statistics generation, in one embodiment, statistics 
manager 132 may generate statistics information 154 based 
upon event information 122 received from a first server 

15 104 monitoring the game events 120 of a first set of 
clients 102 participating in one or more gaming 
applications 114, and further based upon event 
information 122 received from the same server 104 or any 
number of other servers 104 monitoring the game events 

20 120 of any number of the same or different clients 102 
participating in the same or different gaming 
applications 114. 

In this regard, the statistics information 154 
generated by statistics manager 132 is robust and based 

2 5 upon a large sampling of data. Moreover, this technique 

allows statistics manager 132 to provide statistics 
generation services to clients 102 participating in 
gaming applications 114 hosted by many different servers 
104. In other embodiments, the statistics information 

3 0 154 may be based solely upon event information 152 (or 

122) received from a particular server 104. This allows 
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statistics manager 132 to generate statistics information 
154 that is focused upon a particular user or gaming 
application 114. 
User Profiling 

5 During an enhanced services session, platform 106 

may provide yet another type of enhanced service to users 
of clients 102, such as user profiling. In general, 
profile manager 134 generates profile information 156 for 
users of clients 102 . Profile information 156 comprises 

10 a summary or analysis of any suitable qualitative and/or 
quantitative data that represents various features or 
characteristics about each particular user, such as, for 
example, financial data, statistical data, and user 
attributes. Profile manager 134 may generate profile 

15 information 156 based upon one or more of information and 
data entered by particular users; event information 152 
(or 122); statistics information 154; and wager records 
158. Profile information 156 may be stored in memory 150 
and is described in greater detail with respect to FIGURE 

20 5. For example, system 10 can determine how aggressive a 
user is with the doubling dice in a backgammon gaming 
application 114; how often a user drives on the shoulder 
in a car racing gaming application 114; or which golf 
club a user prefers on a particular hole of a golf gaming 

25 application 114. 

As described above, platform 106 may conduct 
enhanced services sessions with many clients 102 using 
the same or different servers 104. With respect to user 
profiling, profile manager 134 may generate profile 

3 0 information 156 based upon information and data received 
from clients 102 coupled to one or more different servers 
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104 at the same or different times. For example, profile 
manager 134 may generate profile information 156 based 
upon event information 122 (or 152) that is received from 
any number and combination of servers 104. In another 
5 example, profile manager 134 may generate profile 
information 156 based upon statistics information 154 
compiled from event information 122 (or 152) that is 
received from any number and combination of servers 104. 

Profile manager 134 may generate and/or update 

10 profile information 156 for particular users over time. 
For example, profile manager 134 may start generating 
profile information 156 for a particular user when a user 
first registers with system 10 and, thereafter, may 
update profile information 156 for that particular user 

15 each time the user participates in system 10 - either as 
a player, a spectator, or a wagerer - using the same or 
different servers 104. Therefore, a user may play a 
backgammon gaming application 114 using a first server 
104 and, at a later time, watch a chess gaming 

20 application 114 using a second server 104 and, at a still 
later time, wager on a golf gaming application 114 using 
a third server 104. Profile manager 132 may update 
profile information 156 for the user to include various 
characteristics about the user participating in each of 

25 these activities. With respect to playing a gaming 
application 114, for example, the profile information 156 
may reflect how the user plays. With respect to watching 
a gaming application 114, for example, the profile 
information 156 may reflect what the user watches. With 

3 0 respect to wagering on a gaming application 114, for 
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example, the profile information 156 may reflect how much 
the user prefers to wager. 

Platform 106 uses profile information 156 to provide 
a host of other enhanced services, described in greater 
5 detail below. For example, lobby manager 13 6 may use 
profile information 156 to rank and/or match players of a 
particular gaming application 114. Game advisor 138 may 
use profile information 156 to provide advice to a player 
on how to play a particular gaming application 114. 
10 Wager manager 140 may use profile information 156 to 
provide a user of a client 102 with an opportunity to 
offer or accept a wager regarding a gaming application 
114 . 

Matching Users in an "Intelligent Lobby " 

15 During an enhanced services session, platform 106 

may provide yet another type of enhanced service to users 
of a client 102, such as matching users of a gaming 
application 114 in an "intelligent lobby" . Generally, a 
"lobby" is an online environment where players of gaming 

2 0 applications 114 meet one another and decide to play a 

gaming application 114 against each other. Lobby manager 
136 creates an "intelligent lobby" in which players of 
gaming applications 114 are sorted, filtered, and 
presented to other players using profile information 156. 
25 Lobby processor 118 generally supports these efforts to 
match players of a gaming application 114. In a 

particular embodiment, lobby manager 13 6 matches players 
of gaming applications 114 against each other based at 
least in part upon profile information 156. In another 

3 0 embodiment, lobby manager 13 6 creates tournaments for 

gaming applications 114 by ranking players and arranging 
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multiple rounds of competition using profile information 
156. In this regard, lobby manager 136 creates a 

positive player experience by helping players find the 
right opponents. 
5 Game Advice 

During an enhanced services session, platform 106 
may provide still another type of enhanced service to 
users of a client 102, such as providing game advice 
associated with a gaming application 114 . Game advisor 

10 13 8 presents game advice to players of a gaming 
application 114 during the execution of the gaming 
application 114 based upon various types of information 
about a player, an opponent, a wager, a gaming 
application 114, or any combination thereof. For 

15 example, game advisor 13 8 may provide game advice based 
upon any combination of event information 152 (or 122) , 
statistics information 154, and profile information 156 
of any suitable user of system 10. In a particular 
embodiment where a user may have a wager in place, game 

2 0 advisor 13 8 may provide game advice based upon the 

parameters of various wager records 158. 

The game advice provided to a user generally 
comprises various options, strategies, suggestions, or 
any other suitable information that may be used to invoke 
25 a subsequent game event 120. In a particular embodiment, 
game advisor 13 8 may provide advice on whether to place 
and/or accept a wager, the parameters of the wager, and 
other wager-related information. A particular advantage 
of game advisor 13 8 is that the game advice is provided 

3 0 to the players during the execution of the gaming 

application 114 using real-time data. 
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As described above, platform 106 may conduct 
enhanced services sessions with many clients 102 using 
the same or different servers 104. With respect to game 
advice services, game advisor 13 8 may provide game advice 
5 to players of a gaming application 114 hosted by a first 
server 104 using information collected from the first 
server 104 or from a second server 104. For example, a 
player of a first chess game hosted by a first server 104 
may receive game advice that is based upon game events 

10 120 initiated by the same or different opponent playing a 
second chess game hosted by the first server 104 or the 
second server 104. The opponent may be currently playing 
or have previously played the second chess game. In this 
regard, game advisor 138 accesses a wider range of data 

15 to provide more robust game advice to players. 

Moreover, game advisor 13 8 may provide first game 
advice to players of a first gaming application 114 and 
second game advice to players of a second gaming 
application 114. The first and second gaming 

2 0 applications 114 may be the same or different online 
games hosted by the same or different server 104. In 
this regard, game advisor 13 8 may provide different game 
advice to many different players of gaming applications 
114 in system 10 at the same time. 

25 

Placing and Settling Wagers 

During an enhanced services session, platform 106 
may provide another type of enhanced service to users of 
30 a client 102, such as placing and settling wagers. Wager 
manager 140 facilitates placing and settling wagers among 
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users of system 10. With respect to placing wagers, in 
one embodiment, wager manager 140 presents an appropriate 
graphical user interface, such as a "wager window" to a 
user during the execution of a gaming application 114. 
5 The wager window may be presented in response to a game 
event 12 0, event information 152, a request issued by a 
user, or any other suitable trigger. The wager window 
may be used to generate a wager offer. 

The wager offer generally includes the parameters of 

10 the wager, such as the amount of the wager, the subject 
matter of the wager, a target of the wager offer, and the 
like. Wager manager 140 presents the wager offer to 
particular targets as specified in the wager offer, as 
specified by profile information 156, or according to any 

15 other suitable criteria. If one or more targets accept 
the wager offer, then wager manager 140 creates a 
corresponding number of wager records 158. Each wager 
record 15 8 defines the terms and conditions of the wager 
in various wager parameters, including the wager event, 

2 0 the wager value, and various wager conditions, and is 

stored by memory 150. The wager event is the subject 
matter of the wager, and generally involves a game event 
120 associated with a gaming application 114. For 
example, the wager event may comprise an action performed 
25 during the execution of a gaming application 114 that 
changes the state of the gaming application 114. The 
outcome of a particular wager may be determined, at least 
in part, based upon the occurrence or non-occurrence of 
an associated wager event. 

3 0 A particular advantage of wager manager 14 0 is that 

it allows a user to generate a wager offer before, 
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during, or after the execution of a gaming application 
114. This allows players to make a side bet, for 
example, during game play. By providing the GUI to the 
user without requiring the user to navigate to another 
5 web-site or to log-on with a separate server dedicated to 
establishing wagers, the ability to generate a wager 
offer is integrated into the gaming experience. 

As described above, platform 106 may conduct 
enhanced services sessions with many clients 102 using 

10 the same or different servers 104. With respect to 
wagering services, wager manager 14 0 may facilitate 
wagers between clients 102 coupled to the same or 
different servers 104 and participating in the same or 
different gaming applications 114. For example, wager 

15 manager 14 0 may receive a wager offer from a user of 
client 102 coupled to a first server 104 for presentation 
to users of clients 102 coupled to the same first server 
104 or to clients 102 coupled to any number of other 
servers 104. Moreover, wager manager 140 may receive an 

20 acceptance to the wager offer from users of clients 102 
coupled to the same or different servers 104 and 
participating in the same or different gaming 
applications 114. In this regard, wager manager 140 
provides a wider wagering audience for users of system 

25 10 . 

With respect to settling wagers, in one embodiment, 
wager manager 14 0 determines the outcome of a wager based 
at least in part upon event information 152 (or 122) and 
the wager parameters specified in the corresponding wager 
30 record 158. For example, wager manager 140 may determine 
the outcome of a wager based upon event information 152 
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and a wager event specified in a wager record 158. The 
event information 152 (or 122) used by wager manager 14 0 
is communicated by an appropriate server 104 and provides 
details about game events 12 0 that are relevant to the 
5 outcome of the wager. As a result of the real-time event 
monitoring capabilities of platform 106, wager manager 
140 can determine the outcome of a wager in real-time and 
allows a user to formulate a wager based upon intra-game 
events 120. In particular embodiments, wager manager 140 

10 in combination with funds manager 142 operates to 
transfer funds between accounts of participants of a 
wager based upon the determined outcome of the wager. 
This type of wager settlement may occur at any 
appropriate time after the outcome of the wager is 

15 determined. 

FIGURE 2 illustrates the contents of event 
information 152 stored in a table of memory 150. Event 
information 152 comprises data detailing the parameters 
of a corresponding game event 120. Event information 152 

2 0 may comprise some or all of the event information 122 
communicated by a corresponding server 104. Each entry 
of the table includes a record identifier 200, a game 
identifier 202, a user identifier 204, an event type 206, 
an event value 2 08, and an event time 210. Record 

25 identifier 200 comprises information identifying each 
unique record of event information 152. A particular 
record identifier 200 may correspond to a particular game 
event 120. Game identifier 202 comprises information 
identifying the gaming application 114 associated with a 

30 particular record of event information 152. User 
identifier 2 04 comprises information identifying a 
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particular user of a client 102 associated with a 
particular record of event information 152. Event type 
206 identifies the type of game event 12 0 associated with 
a particular record of event information 152. Event 
5 value 208 comprises information quantifying the game 
event 120 associated with a particular record of event 
information 152. Event time 210 comprises information 
describing the time at which the particular game event 
120 occurs. 

10 FIGURE 3 illustrates the contents of statistics 

information 154 stored in a table of memory 150. Each 
entry of the table includes a record identifier 250, a 
game identifier 252, a user identifier 254 , a statistic 
type 256, and a statistic value 258. Record identifier 

15 2 50 comprises information identifying a particular record 
of statistics information 154. Particular statistics 
information 154 may be associated with particular types 
of gaming applications 114. Therefore, game identifier 
252 comprises information identifying a particular gaming 

20 application 114 with which a particular record of 
statistics information 154 is associated. Statistics 
information 154 may be maintained according to particular 
users playing particular gaming applications 114. 
Therefore, user identifier 254 comprises information 

25 identifying a particular user of a client 102 associated 
with the particular record of statistics information 154. 
Statistics manager 132 may maintain statistics 
information 154 of varying statistic types 256 according 
to the type of gaming application 114. Therefore, 

30 statistic type 256 comprises the type of statistic that 
is maintained in a particular record of statistics 
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information 154. Statistic value 258 comprises 

information quantifying the statistics information 154 of 
a particular statistic type 256 for each record. 

FIGURE 4 illustrates various statistic types 256 
5 according to the various gaming applications 114. 
Although FIGURE 4 illustrates statistic types 256 for 
chess, golf, and backgammon, it should be understood that 
statistics manager 132 may maintain any combination of 
statistic types 256 for any number of gaming applications 
10 114. All of these statistics can be maintained for an 
individual game or as an average across several games 
over time. 

FIGURE 5 illustrates the contents of profile 
information 156 stored in a table of memory 150. Each 

15 entry of profile information 156 includes a record 
identifier 270, a user identifier 272, account 
information 274, statistics information 154, and user 
attributes such as, for example, wagering parameters 276 
and user characteristics 278. In some embodiments, 

2 0 profile information 156 further includes selection 
criteria 280. In other embodiments, a user provides 
selection criteria 280 upon entering the "intelligent 
lobby". In still further embodiments, profile 

information 156 includes previously provided selection 

25 criteria 280 and a user may provide additional or new 
selection criteria 280 upon entering the "intelligent 
lobby" . 

Record identifier 2 70 comprises information used to 
identify a particular user profile of profile information 
30 156. User identifier 272 comprises information used to 
identify the particular user of client 102 for whom a 
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specific user profile of profile information 156 is 
maintained. In general, profile manager 134 maintains a 
user profile for each user of system 10. For each user 
profile, account information 274 comprises financial 
5 information such as, for example, credit limits, balance, 
credit history, and any other suitable financial 
information associated with a particular user. 
Statistics information 154 is illustrated in greater 
detail with respect to FIGURE 3. Profile information 156 

10 arranges statistics information 154 according to 
particular users in the corresponding user profiles. 

Wagering parameters 276 comprise information 
identifying wager limits, current wagers, wager 
preferences, wager frequency, wager minimums and 

15 maximums, risk tolerance, and any other suitable wagering 
parameters associated with a particular user. User 
characteristics 278 comprise information identifying the 
playing style of a particular user. For example, user 
characteristics 278 may include the number of disconnects 

2 0 a particular user performs during the execution of a 
gaming application 114; the connection speed of a 
particular client 102 (e.g. broadband, or dial-up 
access) ; the average response time to perform a game 
event 120; evaluations of a particular user by other 

2 5 users of system 10; a ranking of the user among peer 
players for a particular gaming application 114; the 
geography of the particular user; and any other suitable 
characteristics about a particular user. 

Selection criteria 280 comprises any suitable 

30 criteria used to select prospective opponents for a 
particular gaming application 114 such as, for example, 
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wager criteria (e.g. wager size, wager type, wager 
frequency); skill criteria (e.g. skill level, ranking, 
skill weakness/strengths); player strategy (e.g. 
aggressive, conservative) ; and any other suitable 
5 selection criteria. 

FIGURE 6 illustrates the contents of wager records 
158 stored in a table of memory 150. Each wager record 
158 includes a record identifier 300, a first user 
identifier 302, a second user identifier 304, a server 

10 identifier 3 06, and wager parameters such as a wager 
event 3 08, a wager value 310, and wager conditions 312. 
Record identifier 3 00 comprises information used to 
identify a particular wager record 158. User identifier 
302 comprises information used to identify a first 

15 participant of the wager and user identifier 304 
comprises information used to identify the second 
participant of a particular wager. Server identifier 306 
comprises information used to identify the servers 104 
associated with a particular wager. For example, 

20 platform 106 may receive event information 122 from 
various servers 104 that may be used to determine the 
outcome of a particular wager. These servers 104 are 
identified using server identifiers 306. 

Wager parameters 3 08, 310, and 312 define the terms 

25 and conditions of the wager record 158. For example, 
wager event 3 08 comprises information used to identify a 
particular event, such as a game event 12 0, that 
determines the outcome of the wager. Wager value 310 
comprises information used to identify the value of the 

30 particular wager record 158. Wager conditions 312 

comprise information used to identify any other 
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parameters associated with the wager. For example, wager 
conditions 312 may comprise time limits for the 
particular wager, various rules to be applied to the 
wager, and any other suitable wager parameter. 
5 FIGURE 7 illustrates a flowchart of an exemplary 

method for providing enhanced services. The method 
begins at step 4 00 where server 104 executes one or more 
gaming applications 114. At step 402, server 104 and/or 
platform 106 receives a request for enhanced services. 

10 At step 404, platform 106 establishes an enhanced 
services session with the user of the gaming application 
114 in response to the request for enhanced services 
received at step 4 02. In general, the enhanced services 
session corresponds in time at least in part with the 

15 execution of a gaming application 114 by server 104. 

Platform 106 provides enhanced services to the user 
of the gaming application 114 during the enhanced 
services session at step 406. In particular, platform 
106 may provide event management services, described in 

20 more detail with reference to FIGURE 8; statistics 
generation, described in more detail with reference to 
FIGURE 9; and user profiling services, described in more 
detail with reference to FIGURE 10. Platform 106 may 
further match players in an "intelligent lobby", as 

25 described further in FIGURE 11; provide game advice, as 
described further in FIGURE 12; and provide wagering 
services, as described further in FIGURES 13 and 14. In 
this regard, platform 106 enriches the gaming experience 
of users participating in gaming applications 114 hosted 

30 by servers 104. 
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A particular advantage of system 10 is that platform 
106 may simultaneously conduct enhanced services sessions 
with many clients 102 using the same or different servers 
104. Therefore, steps 400a, 402a, and 404a illustrate 
5 that platform 106 conducts a first enhanced services 
session with a client 102 coupled to a first server. 
Steps 400b, 402b, and 404b illustrate that platform 106 
conducts additional enhanced services sessions with any 
number of additional clients 102 coupled to the same or 
10 different servers 104. These additional enhanced 

services sessions may overlap in time with any portion of 
any other enhanced services session conducted by platform 
106 . 

FIGURE 8 illustrates a flowchart of an exemplary 

15 method for providing game event management services. The 
method begins at step 412, where a server 104 monitors a 
plurality of game events 120. At step 414, the server 
104 determines whether a game event 12 0 has occurred. If 
no game event 120 has occurred, as determined at step 

20 414, execution returns to step 412. If a game event 120 
has occurred, execution proceeds to step 416 where the 
server 104 communicates event information 122. In a 
particular embodiment, server 104 processes event 
information 122 prior to communicating it to platform 

25 106. At step 418, platform 106 receives event 

information 122 and may process it accordingly. For 
example, platform 106 may filter, format, or otherwise 
process event information 122 to generate event 
information 152. 

3 0 A particular advantage of system 10 is that platform 

106 may conduct enhanced services sessions with many 
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clients 102 using the same or different servers 104. 
With respect to game event management services, 
therefore, event manager 13 0 may receive first event 
information 122 from a first server 104 monitoring the 
5 game events 120 of a first set of clients 102, as 
described with reference to first path 420. Event 
manager 13 0 may further receive event information 122 
from any number of other servers 104, as illustrated with 
reference to path 422. For example, event manager 130 

10 may receive second event information 122 from a second 
server 104 monitoring the game events 12 0 of a second set 
of clients 102. Memory 150 stores first event 

information 152 and second event information 152, at step 
424. Event manager 130 determines whether the particular 

15 gaming application 114 being monitored has ended at step 
426. If not, execution returns to step 412. If so, 
execution terminates at step 428. Event information 152 
may be used by other modules of platform 106 to provide 
enhanced services to users of system 10. 

2 0 FIGURE 9 illustrates a flowchart of an exemplary 

method for generating statistics information 154. The 
method begins at step 43 0, where statistics manager 132 
identifies the type of statistic to be generated. For 
the particular statistic type identified at step 430, 
25 statistics manager 132 identifies the parameters to be 
used for the corresponding statistic algorithm, at step 
432. The statistic algorithm sorts, analyzes, or 

otherwise processes data to define one or more 
quantitative and/or qualitative characteristics about a 

3 0 gaming application 114, a user of a gaming application 

114, or both. Statistics manager 132 extracts the 
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appropriate data for the statistic algorithm, at step 
434. For example, statistics manager 132 may extract 
event information 152 from memory 150 and/or previously 
generated statistics information 154 from memory 150. 
5 Statistics manager 132 applies the appropriate statistics 
algorithm at step 436 and generates a statistic value at 
step 438. Memory 150 stores the resulting statistics 
information 154 in an appropriate record associated with 
either or both of gaming application 114 and a user of 

10 gaming application 114. Execution terminates at step 
442. Statistics information 154 may be used by other 
modules of platform 106 to provide enhanced services to 
users of system 10. 

FIGURE 10 illustrates a flowchart of an exemplary 

15 method for generating profile information 156. The 
method begins at step 450 where profile manager 134 
identifies an appropriate user for whom profile 
information 156 will be generated. Profile manager 134 
gathers profile data entered by the user at step 452. 

2 0 Examples of such profile data include account 
information, selection criteria, and various other user 
attributes provided by the user. At step 454, profile 
manager 134 gathers the event information 152 associated 
with the user identified at step 450. Examples of such 

2 5 event information include various user attributes gleaned 

from game events 12 0 performed by the user during the 
execution of a gaming application 114. At step 456, 
profile manager 134 gathers statistics information 154 
associated with the user. At step 458, profile manager 

3 0 134 gathers wager records 158 associated with the user. 

Profile manager 134 generates profile information 156 for 
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the user at step 460 based upon any combination of the 
Information gathered at steps 452 through 458. As 
described above, profile manager 134 may generate and/or 
update profile information 156 for particular users of 
5 system 10 over time. Memory 150 stores profile 

information 156 at step 462 in an appropriate record 
associated with the user. Execution terminates at step 
464. The other components of platform 106 may use 
profile information 156 to provide enhanced services to 

10 users of system 10. 

FIGURE 11 illustrates a flowchart of an exemplary 
method for providing game advice to users of system 10. 
The method begins at step 48 0 where game advisor 13 8 
initiates game advice services on behalf of one or more 

15 users of system 10. The game advice services may be 
initiated in response to a request by a particular user, 
the occurrence of a particular game event 120, event 
information 152, a wager, or any other suitable trigger. 
Execution proceeds to step 482 where game advisor 13 8 

2 0 determines the context of the game advice. For example, 

game advisor 13 8 determines any combination of the gaming 
application 114 for which the game advice will be 
provided; the state of the gaming application 114; the 
participants in the gaming application 114 such as, for 
25 example, the user issuing a request for game advice, the 
opponent, and any other participants of the gaming 
application 114; and any relevant wagers currently in 
place involving any of the participants of the gaming 
application 114. 

3 0 At step 4 84, game advisor 13 8 gathers information 

used to generate the game advice. Examples of this 
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information include event information 152 associated with 
the gaming application 114 for which the game advice will 
be provided. This event information 152 may be 

associated with the current execution of the gaming 
5 application 114, or any previous execution of the gaming 
application 114, on the same or different server 104 by 
the same or different user. Game advisor 13 8 may further 
gather event information 152 associated with other gaming 
applications 114 currently or previously executed on the 

10 same or different server 104 by the same or different 
user. In this regard, game advisor 13 8 may analyze event 
information 152 from any combination of users, opponents, 
or other participants of the same or different gaming 
application 114 currently being executed or previously 

15 executed on the same or different server 104. In 
addition to event information 152, game advisor 138 may 
gather statistics information 154, profile information 
156, and wager records 158 associated with any 
combination of users of system 10. 

20 Execution proceeds to step 486, where game advisor 

13 8 generates game advice based upon any combination of 
information gathered at step 484. In a particular 

embodiment, the game advice comprises wager advice such 
as, for example, whether to place and/or accept a wager, 

2 5 the parameters of the wager, and any other suitable 
wager-related information. Game advisor 138 communicates 
the game advice to one or more users at step 488. In 
general, the game advice is communicated during the 
execution of a gaming application 114 for which the game 

30 advice is provided. Execution terminates at step 490. 
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FIGURE 12 illustrates a flowchart of an exemplary 
method for matching users of system 10 in a competition 
associated with the execution of a gaming application 
114. The method begins at step 500 where users of system 
5 10 enter an "intelligent lobby", "The intelligent lobby" 
may be associated with one or more gaming applications 
114. At step 502, lobby manager 136 gathers profile 
information 15 6 for any number and combination of users 
in system 10. For example, lobby manager 136 may gather 

10 profile information 156 such as statistics information 
154, wagering parameters 276, and user characteristics 
278 associated with particular users of system 10. At 
step 504, lobby manager 136 gathers selection criteria 
280 for any number and combination of users of system 10. 

15 Selection criteria 280 is used to select prospective 
opponents for a particular user and may be provided by a 
user upon entering the "intelligent lobby," may be stored 
in profile information 156, or both. Upon gathering 
profile information 156 and selection criteria 280, lobby 

20 manager 136 matches users in a competition associated 
with the execution of a particular gaming application 114 
using one or more different matching techniques, as 
illustrated by paths 506, 508, and 510. 

Referring to path 506, lobby manager 136 selects a 

25 first user at step 520 based upon, for example, profile 
information 156 associated with the first user and/or 
selection criteria 280 associated with any other user of 
system 10. Lobby manager 136 selects a second user at 
step 522 based upon, for example, profile information 156 

30 associated with the second user and/or selection criteria 
280 associated with the first user selected at step 520. 
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Execution proceeds to step 524, where lobby manager 13 6 
matches the first user selected at step 520 against the 
second user selected at step 522 in a competition 
associated with the execution of a particular gaming 
5 application 114 based upon profile information 156 and/or 
selection criteria 280 of the first and second users. 

Referring to path 5 08, lobby manager 13 6 determines 
subsets of users at step 53 0 based upon, for example, 
profile information 156. For example, lobby manager 13 6 

10 may determine a first subset of users and a second subset 
of users. From here, lobby manager 13 6 may match users 
from within particular subsets against each other in a 
competition associated with the execution of the gaming 
application 114, at step 532. For example, lobby manager 

15 136 may match first and second users from the first 
subset of users and match third and fourth users from the 
second subset of users. 

Alternatively, or in addition, lobby manager 13 6 may 
match users from among different subsets against each 

20 other in a competition associated with the execution of 
the gaming application 114, at step 534. For example, 
lobby manager 136 may match a first user from the first 
subset of users with a second user from a second subset 
of users. In this regard, lobby manager 136 may 

25 establish a tournament for a particular gaming 
application in which several users compete against each 
other in multiple rounds of competition. The users are 
generally selected based upon profile information 156 
and/or selection criteria 280 associated with any 

3 0 combination of users. 
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Referring to path 510, lobby manager 136 identifies 
profile information 156 associated with a particular 
first user at step 540. Lobby manager 136 determines a 
subset of second users based upon, for example, selection 
5 criteria 280 and profile information 156, at step 542. 
For example, lobby manager 13 6 may determine the subset 
of second users by comparing selection criteria 280 
associated with the first users identified at step 540 
with profile information 156 associated with all of the 

10 other users. In another embodiment, lobby manager 136 
determines the subset of second users by comparing 
selection criteria 280 associated with the second users 
with profile information 156 associated with the first 
user identified at step 540. In yet another embodiment, 

15 lobby manager 13 6 determines the subset of second users 
based at least in part upon profile information 156 
associated with the first user and the second users, and 
selection criteria 280 associated with the first user and 
the second users. 

2 0 At step 544, lobby manager 13 6 matches the first 

user selected at step 540 against a selected second user 
from the subset of second users selected at step 542 . In 
one embodiment, lobby manager 13 6 selects the second user 
according to profile information 156 and selection 

25 criteria 280. In another embodiment, the first user 
identified at step 54 0 selects from among the subset of 
second users determined at step 542. In this regard, a 
user of system 10 can enter an "intelligent lobby" 
associated with a gaming application 114 and be presented 

30 with a list of suitable opponents from which the first 
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user may select a particular opponent. Execution 
terminates at step 550. 

FIGURE 13 illustrates a flowchart of an exemplary 
method for establishing a wager between users of system 
5 10. The method begins at step 600 where wager manager 
140 presents a wager window to the user of a gaming 
application 114. The wager window may be presented at 
any time before, during, or after the execution of a 
particular gaming application 114. For example, wager 

10 manager 14 0 may present the wager window to a user of a 
gaming application 114 in response to a particular game 
event 12 0, in response to a request to place a wager by a 
particular user of a gaming application 114, or in 
response to any other suitable trigger. 

15 At step 6 02, wager manager 14 0 receives a wager 

offer by a user of a gaming application 114. In one 
embodiment, the wager offer is generated by the user 
using the wager window presented at step 600. Wager 
manager 14 0 determines whether the wager offer received 

20 at step 602 is valid at step 604 based upon, for example, 
financial information stored in memory 150 and associated 
with the particular user that generated the wager offer. 
If the wager offer is invalid, as determined at step 604, 
wager manager 140 notifies the user at step 606. From 

25 here, execution either proceeds to step 600 where wager 
advisor 14 0 presents another wager window to the user so 
that the user may generate a new, valid, wager offer, or 
execution terminates at step 622. If the wager offer 
received at step 602 is determined to be valid at step 

30 604, wager manager 140 presents the wager offer to a 
plurality of users of system 10 at step 608. 
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The particular users to whom the wager offer is 
presented may comprise any suitable subset of all users 
of system 10 based upon, for example, profile information 
156 and/or selection criteria 280. In this regard, wager 
5 manager 140 presents the wager offer to those users of 
system 10 that are most likely to accept the wager. 
Wager manager 14 0 receives one or more wager acceptances 
at step 610. The wager offer and a wager acceptance 
combine to form a wager between a first user and a second 
10 user. 

It should be understood that the first user and the 
second user may comprise players of a particular gaming 
application 114, spectators of a particular gaming 
application 114, or any other users of system 10. In one 

15 embodiment, at least one of the wager offer and the wager 
acceptance is received during the execution of a gaming 
application 114. In this regard, wager manager 140 
facilitates intra-game wagering. 

Wager manager 14 0 determines whether the wager 

20 acceptance received at step 610 is valid at step 612 
based upon, for example, financial information associated 
with the user that accepted the wager offer. If the 
wager acceptance is determined to be invalid at step 612, 
execution proceeds to step 614 where a wager manager 140 

25 notifies the user. From here, execution may return to 
step 608 where wager manager 14 0 may present the wager 
offer to users of system 10, or execution may terminate 
at step 622 . 

If the wager acceptance is determined to be valid at 
3 0 step 612, execution proceeds to step 616 where wager 
manager 140 reserves funds from each of the user's 

CONFIRMATION COPY 



WO 03/007254 



42 



PCT/EP02/07807 



accounts into an escrow account. Wager manager 14 0 then 
generates a wager record 158 associated with the wager 
between the first user and the second user, at step 618. 

The wager record 158 generally comprises a first 
5 user identifier, a second user identifier, and a 
plurality of wager parameters. For example, the wager 
parameters may include a wager event, a wager value, and 
wager conditions. The wager event generally comprises an 
action performed during the execution of a gaming 

10 application 114 that changes the state of the gaming 
application 114 and upon which the outcome of the wager 
between the first user and the second user is determined. 
Memory 150 stores the wager record 158 at step 62 0 
according to a wager record identifier 270. Execution 

15 terminates at step 622. 

FIGURE 14 illustrates a flowchart of an exemplary 
method for settling a wager between users of system 10. 
The method begins at step 650 where memory 150 stores a 
plurality of wager records 158. At least one wager 

20 record 158 is between a first user and a second user. 
Each wager record 158 generally comprises a plurality of 
wager parameters, such as, for example, a wager event, a 
wager value, and wager conditions. Wager manager 140 
receives event information 152 (or 122) at step 652. In 

25 general, the event information 152 (or 122) is received 
during the execution of a corresponding gaming 
application 114. In this regard, wager manager 140 uses 
intra-game data to verify the winner or loser of a wager, 
and thereby supports intra-game wagering. 

3 0 Execution proceeds to step 654 where wager manager 

140 determines whether the outcome of the wager is 
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decided by event information 152 (or 122) . In general, 
wager manager 14 0 determines the outcome of the wager at 
step 654 based upon wager parameters of the wager record 
158 and event information 152 (or 122) . For example, 
5 wager manager 14 0 determines the outcome of the wager by 
cross-referencing event information 152 (or 122) with 
wager parameters associated with the wager record 158. 
If the wager parameters necessary to determine the winner 
of the wager are not satisfied, as determined at step 

10 654, execution returns to step 652 where wager manager 
140 continues to receive event information 152 (or 122) . 
If the wager parameters necessary to determine the winner 
of the wager are satisfied, as determined at step 654, 
execution proceeds to step 656 where wager manager 140 

15 notifies the first and second users. A particular 
advantage of system 10 is that automatic verification of 
wagers based upon event information 152 (or 122) and 
wager parameters eliminates the problems associated with 
trust-based wagering systems. This type of automatic 

2 0 verification of wagers not only makes wagering easier, 
but it allows users to generate more detailed, intra- 
game, wagers. 

Execution proceeds to step 658 where funds manager 
142 transfers funds between an account of the first user 

2 5 and an account of the second user that participated in 

the determined wager. In one embodiment, funds manager 
142 transfers the funds during the execution of the 
gaming application 114. In another embodiment, funds 
manager 142 transfers funds based upon the outcome of one 

3 0 or more other wagers between the first user and the 

second user. Execution terminates at step 660. 
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As described above, platform 106 may conduct 
enhanced services sessions with many clients 102 using 
the same or different servers 104. In one embodiment, a 
single server 104 may host multiple gaming applications 
5 114 that are the subject of separate wagers. Various 
event information 152 associated with this server 104 may 
therefore be used by wager manager 14 0 to determine the 
outcomes of these separate wagers. 

In another embodiment, separate servers 104 may host 

10 the same or different gaming application 114 that is the 
subject of separate wagers. Therefore, memory 150 may 
store a number of wager records 158 associated with users 
of clients 102 coupled to the same or different servers 
104. These wager records 158 generally include a server 

15 identifier 306 indicating which servers 104 will 
communicate the event information 152 that may determine 
the outcome of the wager. With respect to settling 
wagers, wager manager 14 0 may receive first event 
information 152 associated with a first server 104 and 

2 0 second event information 152 associated with a second 
server 104. Wager manager 140 may then determine the 
outcome of a first wager based at least in part upon the 
first event information 152 and may determine the outcome 
of a second wager based at least in part upon the second 

25 event information 152. 

To facilitate the determination of various wagers, 
the first event information 152 may further be associated 
with an identifier of the first server 104 and the second 
event information 152 may be associated with an 

30 identifier of the second server 104. In this regard, 
wager manager 140 may identify a first subset of wager 
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records 158 using server identifier 306 and the 
identifier of the first server 104, and wager manager 140 
may identify a second subset of wager records 158 using 
server identifier 306 and the identifier for the second 
5 server 104. In this regard, wager manager 140 can 
quickly filter through event information 152 to identify 
the event information 152 that is relevant for 
determining the outcome of a particular wager record 158. 

Although the present invention has been described in 

10 detail, it should be understood that various changes, 
substitutions and alterations can be made hereto without 
departing from the sphere and scope of the invention as 
defined by the appended claims. 

To aid the Patent Office, and any readers of any 

15 patent issued on this application in interpreting the 
claims appended hereto, applicants wish to note that they 
do not intend any of the appended claims to invoke 1 6 of 
35 U.S.C. § 112 as it exists on the date of filing hereof 
unless "means for" or "step for" are used in the 

20 particular claim. 
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WHAT IS CLAIMED IS : 

1 . A system for providing enhanced services to 
users of a gaming application, comprising: 

a server operable to execute a gaming application; 

5 and 

a platform remotely coupled to the server and 
operable to: 

receive a request for enhanced services; 
establish an enhanced services session with a 
10 user of the gaming application in response to the 

request for enhanced services, wherein the enhanced 
services session corresponds in time at least in 
part with the execution of the gaming application; 
and 

15 provide enhanced services to the user of the 

gaming application during the enhanced services 
session. 

2. The system of Claim 1, wherein the enhanced 
20 services session comprises a first enhanced services 

session, the system further comprising a second server 
operable to execute a second gaming application, wherein 
the platform is further operable to: 

receive a second request for enhanced services; 
25 establish a second enhanced services session 

with a user of the second gaming application in 
response to the second request for enhanced 
services, wherein the second enhanced services 
session corresponds in time at least in part with 
30 the execution of the second gaming application; and 
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provide enhanced services to the user of the 
second gaming application during the second enhanced 
services session. 

5 3. The system of Claim 1, wherein the platform 

establishes a communication path with a client operated 
by the user during the enhanced services session. 

4. The system of Claim 1, wherein the server is 
10 further operable to: 

monitor a plurality of game events during the 
execution of the gaming application; 

communicate first event information associated with 
a first game event; and 
15 communicate second event information associated with 

a second game event . 

5 The system of Claim 4, wherein each game event 
comprises an action performed during the execution of the 
2 0 gaming application that changes the state of the gaming 
application. 

6. The system of Claim 4, wherein the first event 
information comprises first data and second data and the 
2 5 server processes the first event information to remove 
the second data prior to communicating the first event 
information . 
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7. The system of Claim 4, wherein the first event 
information comprises: 

a gaming application identifier; 
a user identifier; 
5 an event type; 

an event value; and 
an event timestamp. 

8. The system of Claim 2, wherein the second 
10 enhanced services session corresponds in time at least in 

part with the first enhanced services session. 

9. The system of Claim 4, wherein the platform is 
further operable to receive the first event information 

15 and the second event information, and the enhanced 
services comprise storing at least a portion of the first 
event information and the second event information. 

10. The system of Claim 4, wherein the platform is 
20 further operable to receive the first event information 

and the second event information, and the enhanced 
services comprise generating statistics information based 
at least in part upon the first event information and the 
second event information. 

25 

11. The system of Claim 10, wherein the statistics 
information comprises : 

a gaming application identifier; 
a user identifier; 
30 a statistic type ; and 

a statistic value. 
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12. The system of Claim 10, wherein the platform is 
further operable to store profile information associated 
with the user and the enhanced services further comprise: 

comparing the statistics information and the profile 
5 information associated with the user; and 

auditing the execution of the gaming application by 
the user based at least in part upon the comparison of 
the statistics information and the profile information. 

10 13. The system of Claim 4, wherein the platform is 

further operable to receive the first event information 
and the second event information, and the enhanced 
services comprise generating profile information 
associated with the user based at least in part upon the 

15 first event information and the second event information. 

14. The system of Claim 13, wherein the profile 
information comprises : 

a user identifier; 
20 statistics information; 

user attributes; and 
selection criteria . 

15. The system of Claim 13, wherein the profile 
2 5 information comprises first profile information and the 

user comprises a first user, the platform further 
operable to store second profile information associated 
with a second user and the enhanced services further 
comprising : 
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comparing the first profile information associated 
with the first user and the second profile information 
associated with the second user; and 

matching the first user against the second user in a 
5 competition based at least in part upon the comparison of 
the first profile information and the second profile 
information, wherein the competition is associated with 
the execution of the gaming application. 

10 16. The system of Claim 1, wherein the enhanced 

services comprise establishing a wager between a first 
user and a second user. 

17. The system of Claim 16, wherein the platform is 
15 further operable to receive event information from the 
server and the enhanced services comprise determining the 
outcome of the wager based at least in part upon the 
event inf ormat ion . 

20 18. The system of Claim 1, wherein the platform is 

further operable to receive event information from the 
server and the enhanced services comprise providing game 
advice to the user based at least in part upon the event 
information. 

25 

19. The system of Claim 1, wherein the request for 
enhanced services is generated in response to at least 
one of a log- in event, a game event, and input by the 
user . 
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20. A method for providing enhanced services to a 
user executing a gaming application, the method 
comprising : 

receiving a request for enhanced services; 
5 establishing an enhanced services session with a 

user of a gaming application hosted by a remote server, 
wherein the enhanced services session corresponds in time 
at least in part with the execution of the gaming 
application; and 
10 providing enhanced services to the user of the 

gaming application during the enhanced services session. 

21. The method of Claim 20, wherein the enhanced 
services session comprises a first enhanced services 

15 session and the method further comprising: 

receiving a second request for enhanced services; 
establishing a second enhanced services session with 
a user of a second gaming application in response to the 
second request for enhanced services, wherein the second 
2 0 enhanced services session corresponds in time at least in 
part with the execution of the second gaming application; 
and 

providing enhanced services to the user of the 
second gaming application during the second enhanced 
25 services session. 

22. The method of Claim 20, further comprising 
establishing a communication path with a client operated 
by the user during the enhanced services session. 

30 
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23. The method of Claim 20, further comprising: 
receiving first event information associated with a 

first game event, wherein the first game event is 
associated with the execution by the user of the gaming 
5 application; 

receiving second event information associated with a 
second game event, wherein the second game event is 
associated with the execution by the user of the gaming 
application; and 
10 wherein the enhanced services are provided based at 

least in part upon the first event information and the 
second event information. 

24. The method of Claim 23, wherein each game event 
15 comprises an action performed during the execution of the 

gaming application that changes the state of the gaming 
application . 

25. The method of Claim 23, wherein the first event 
2 0 information comprises: 

a gaming application identifier; 
a user identifier; 
an event type; 
an event value; and 
25 an event timestamp. 

26. The method of Claim 21, wherein the second 
enhanced services session corresponds in time at least in 
part with the first enhanced services session. 

30 
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27. The method of Claim 23, wherein the enhanced 
services comprise storing at least a portion of the first 
event information and the second event information. 

5 28. The method of Claim 23, wherein the enhanced 

services comprise generating statistics information based 
at least in part upon the first event information and the 
second event information. 

10 29. The method of Claim 28, wherein the statistics 

information comprises : 

a gaming application identifier; 

a user identifier; 

a statistic type; and 
15 a statistic value. 

30. The method of Claim 28, further comprising 
storing profile information associated with the user and 
the enhanced services further comprise: 

2 0 comparing the statistics information and the profile 

information associated with the user; and 

auditing the execution of the gaming application by 
the user based at least in part upon the comparison of 
the statistics information and the profile information. 

25 

31. The method of Claim 23, wherein the enhanced 
services comprise generating profile information 
associated with the user based at least in part upon the 
first event information and the second event information. 

30 
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32. The method of Claim 31, wherein the profile 
information comprises: 

a user identifier; 
statistics information; 
5 user attributes; and 

selection criteria . 

33. The method of Claim 31, wherein the profile 
information comprises first profile information and the 

10 user comprises a first user, the method further 
comprising storing second profile information associated 
with a second user and the enhanced services further 
comprising : 

comparing the first profile information associated 
15 with the first user and the second profile information 
associated with the second user; and 

matching the first user against the second user in a 
competition based at least in part upon the comparison of 
the first profile information and the second profile 
20 information, wherein the competition is associated with 
the execution of the gaming application. 

34. The method of Claim 20, wherein the enhanced 
services comprise establishing a wager between a first 

2 5 user and a second user. 

35. The method of Claim 34, further comprising 
receiving event information, wherein the enhanced 
services comprise determining the outcome of the wager 

3 0 based at least in part upon the event information. 
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36. The method of Claim 20, further comprising 
receiving event information, wherein the enhanced 
services comprise providing game advice to the user based 
at least in part upon the event information. 

37. The method of Claim 20, wherein the request for 
enhanced services is generated in response to at least 
one of a log- in event, a game event, and input by the 
user . 
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